INSTRUCTION MANUAL 


WARNING: READ BEFORE USING YOUR PLAYSTATION®@2 
COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherials not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 


Thank you for purchasing ESPN International WINTER SPORTS 2002 by Konami. 
Reading this instruction manual before playing the game will allow for greater game 
enjoyment. Enjoy the game using proper methods of play. Note that this instruction 
manual will not be reissued, so please keep it in a safe place. 
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ESPN International WINTER SPORTS 2002 is an original product developed 
by KONAMI CORPORATION with the consent of Disney Interactive. 

All Rights Reserved. ©2002 KONAMI CORPORATION. ©2002 Disney, ESPN 
and ESPN the games are trademarks of ESPN, Inc. 


GETTING STARTED 


CONSOLE 
MEMORY CARD slot 2 — 
MEMORY CARD slot 1 as tray 
fF = RESET button 
ay) = Gra 


(OPEN) button 


USB connector 
S400 i.LINK connector 


controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch (located 
on the back of the console) is turned on. 

Press the RESET button. When the power indicator lights up, press the OPEN button 
and the disc tray will open. Place the ESPN International WINTER SPORTS 2002 disc 
on the disc tray with the label side facing up. Press the OPEN button again and the 
disc tray will close. Attach game controllers and other peripherals, as appropriate. 
Follow the on-screen instructions and refer to this manual for information on using 
the software. 


MEMORY CARDS 

To save game settings and progress, insert a Memory Card (8MB) (for 
PlayStation®2) into MEMORY CARD slot 1 of your PlayStation®2 computer 
entertainment system. You can load saved game data from the same card, or from 
any memory card containing previously saved games. 

At least 200 Kb of free space must be available on the memory card in order to 
save game data. If less than 200 Kb of free space exists, erase some older data 
before saving. 

If you have inserted a memory card (8MB) (for PlayStation®2) with saved ESPN 
International WINTER SPORTS 2002 game data into your PlayStation®2 computer 
entertainment system, the data will load automatically. 


ESPN International WINTER SPORTS 2002 can be played with the DUALSHOCK®2 
analog controller or DUALSHOCK® analog controller. For 1 Player games, connect 
the controller to controller port 1 on your PlayStation®2 computer entertainment 
system. For two player games, connect controllers to controller ports 1 and 2. 


DUALSHOCK@®2 analog controller / DUALSHOCK® analog controller 


Press the analog mode button (LED lit ) to use the left analog stick and right analog 
stick. You can then use either the left analog stick or the directional button to control 


the game. 


Toggle the vibration function ON/OFF by using the Option>Vibration setting. 


L2 button ——— 
L1 button- 


directional — 
buttons 


left analog stick 
(L3.button when pushed down) 
SELECT button 
ANALOG mode switch 
START button 

right analog stick 
(R3 button wh hed down) 


CONTROLS 
Menu/Screen Controls 


Select menu item/Change setting ............ 


Decide on highlighted selection... 


Cancel selection/Return to previous...... 
MORI TLILO PIE scassaccsvacoyrsvosseontaiesctesuviosessisciose 


HOD FOPLAYssscscacscsitsssscosessssecrs 


Downhill and Slalom Controls 
PC COLAC iiscisssscsscisiscsccscctisctesissstsiavctaan 
Stoor lott ncvedaiiasawamerindic 
StOOr Fight ssesccasscsssccssssvieascasseeese 
Edging/brake........... ‘i 


K90=Individual / Ski Jumping 


Speed up..... ae vassepadacs 


BelQNCG sccisecdscghccsscccncansagllvcasiivsssstonvacens ‘ 


OxXxop 


R2 button 
R1 button 


button 
button 
button 


button 


directional button or 


left analog stick 


f mx) button 


rr. button or &% button 


© button 


49 button 


left analog stick T 
eft analog stick 
..left analog stick => 


‘ & button 


..left analog stick + right analog 
stick 4 and hold 


left analog stick + 
right analog stick 


left analog stick and 


right analog stick or 4 
= button or 


GGEB button 


CONTROLS 


K120=Individual Ski Jumping 
Check wind 


© button 


cece ae Alternate rapid © button and 
button taps 


button or &GEMI button 
button or SGEM button 


Land 


Moguls / Freestyle Skiing 
Turn Through Moguls.. 
Perform trick 


button and §GEMM button 


left analog stick and 
right analog stick 


@® button 
directional button [up/down] 


Toggle trick control screen ON/OFF... 
Cycle through air trick list 


Halfpipe/ Snowboarding 
Start OVEN ..sssssnssssoonesssisttcnicdh tele eta n a en € button 
Select trick type ©, ©, @ or Triangle button 


Enter trick commands directional button or 
left analog stick 


Speed Skating/ 500m 


Accelerate/Maintain Speed .........sc.cc.ssssccssussccssverseesnseses Alternate rapid © button and 
button taps 

Bobsleigh 

Push sled up to speed as DOarding.......ccssssecsscesessseees Alternate rapid © button and 
€& button taps 

Board -rid@f.iist.casavsoiiconsc cates eae eet a or SGEM button 

Shift riders’ weight to St@@P..........sssssssessecssssssessescnnsensseees left analog stick [left/right] 

Curling 

Adjust the direction and force of delivery ............s00 directional button or 
left analog stick 

Toggle advice ON/OFF... .® button 


Set rotation of stone.. 


RS Te[) (ak Sgt tel Cale? cate eet nek ae an Alternate rapid © button and 
button taps 
CRANE OMAR VIGW 2 crsestslss.echcsccoscocbcosvucssacecsossscsescoseel SGEM button 


Speed up game button 


Figure Skating 


SECIS TEL ya Directional button [up/down] 
Make move ..Directional button (as prompted) 


©, &, ® and @ buttons 


(as prompted) 


MODE SELECT MENU 


Press the & button on the Title Screen 


eT to display the Mode Select Menu. Press 
directional button or left analog stick 
up/down] to highlight a mode and press 
Competition Mode i the eS button. 
Championship Mode Men | 
Championship Mode Women Me | Note: Press the button or 


€ button after selecting an athlete 


i ial. 
Ranking/ Awards to skip the tutorial 


Option-Save/load 


TRIAL MODE (1 PLAYER) 


Compete in one of ten tough events with one of 16 world-class athletes. A short 
tutorial precedes every event. 

See “Playing the Events” on page 8. 

See “Choosing an Athlete” on page 7. 


COMPETITION MODE (2 PLAYER VS.) 
Two players compete head-to-head in one of 10 different events. 
See “Competition Mode on page 5. 


CHAMPIONSHIP MODE MEN OR WOMEN (1 OR 2 PLAYERS) 


Select CHAMPIONSHIP MODE MEN or CHAMPIONSHIP MODE WOMEN. Choose an 
athlete and compete in a three-day multiple event competition. After the competition, 
be sure to copy the password. Then go to http://www.ranking.konamiosa.com on the 
internet and enter your password. Your results will entered in the HP rankings. 


RANKING/AWARDS 
View all the event results to see the top finishers and the awards they received. 


‘ my ° Press the directional button or left 
COL RANKING analog stick [left/right] to select 


the event. 
CHAMPIONSHIP MODE 


EB Martin Baker TEIRET c0000 on ¢ On the Total Awards screen, press the 
FA Kiaus Gross (YA 37500 prs directional button or left analog stick 
EJ Fitippo Basso Cra s to select a medal or special outfit. 


EJeEpwarn BisHop [ia . 
Eq HEINZ STRANZL ii. SEtnee 


Ist -PASSWORD 
UWLML IGNRERODSYCNA 


nein Awewwne rm a 


MODE SELECT MENU CONT... 


OPTIONS—SAVE / LOAD 
Change settings and save or load data. 


1. Press the directional button or left 
analog stick [up/down] to select an 


option and press the &9 button. a ie 25 
2. Press the directional button or left to Save | 


analog stick [left/right] to change the 
setting and press the &% button. 


SAVE/LOAD 

Save all current data to a memory card (8MB) (for the PlayStation®2) or load saved 
data from a memory card (8MB) (for the PlayStation®2). Select YES when prompted 
to confirm the saving or loading of data. Press the €@ button when the action is 
completed 

Saved data includes: 

¢ Option settings 

¢ The top five records in each of the events and the number of medals won 

¢ Championship Mode passwords 

Any saved data will Load automatically at game startup. 


Note: To avoid data loss, do not remove the memory card (8MB ) (for the 
PlayStation®2) or turn off the power while saving or loading data. 


AUTO SAVE 

Select ON to automatically save new game data (if a memory card (8MB ) (for the 
PlayStation®2) is present). 

VIBRATION 

Turn the vibration function ON/OFF on DUALSHOCK®2 analog controllers and 
DUALSHOCK® analog controllers. 

SOUND OPTION 

BGM—Set the background music volume. 

Announce—Set the volume of the announcer's voice. 

Sound Effect—Set the sound effects volume. 

Mono/Stereo—Select MONO or STEREO sound depending on your system. 
BGM Test—Listen to the background music tracks. 


CREDIT 


View the game credits. 


SAVING PERSONAL BEST OATH 


NAME ENTRY 
STE 0) a i RE REE 
[XIE DOWNHILL ‘alpine ski 
ET Ric GORDON 
- E3 TaKeo JINNAI 
* FJ TAKEO JINNAI 
2 Takeo JINNAI 
Eq Takeo JINNAI 
“NUMBER/NAME 
BSeoon i 
ORDON 


USA 


HEIGHT 


171.7 


win 


PAUSE MENU 


> I 


Bower 
: SPEED 


«UMP 
TECHNIQUE 
Quick 


19 MARTIN 
BAKER 


—— 
ATHLETE ATTR 


IBUTES 


F 


the attributes to help you mak decision 


SPECIAL OUTFITS 
Press the BEKMI button to display the 


¢ ited for no » i 


When a personal best has been 

ac d, the Name Entry screen will 
appear after the results. Press 
directional button or left analog stick 
{up/down] to select a character and 
press the button € button to enter the 
2d character and move to the next 


acter field 


Continue—R to 
Retry—Res 
beginning 


Event Select 
Select Men 


Mode Select—Return to Mode Select 
Me } 


Sound Option—Adjust s 


( n athle yn the P er 
er 
on Te } or a\ 1 
I val button or left 
wn]. The figure 
+ 
° 0 che press th 
I n 0 ft ana st 
{| ht ef yf the the 
’ ese s hid 
que and quickr Jse 
ou s fo event 
10 € 1¢ ectio 


The game screen displays vary with the event being played. 


Course progress 


line Clear/Miss 
Best record 
Elapsed time 
Athlete 


EBishop CAN 


Course Progress Line—In events where the goal (finish line) is not visible, the 
Course Progress line shows your position. 

Best Record—lIn events where a record time has been set, this is the number 

to beat. 

Elapsed Time—In time critical events, this shows elapsed time. 

Athlete—Shows the athlete performing and country represented. 

Clear/Miss—In Downhill and Slalom events where the player must pass through 
gates, these alerts flash on-screen to tell you if you successfully passed between the 
two flags or posts. Miss is also displayed during the Figure Skating event whenever a 
prompted button press is missed. 


nF auina Tur 


POAT (ic 


EVENT RULES 


Complete the course in the fastest elapsed time. The competition automatically starts 
at the “GO” signal. The player must ski between the flag gates set up on the course. 
One run time determines the player's position. Failing to pass between any one of the 
flag gates results in immediate disqualification. 


¢ The progress line at the top of the screen shows your skier’s distance from 
the goal. 

¢ The timer shows the best record and your skier's current elapsed time. 

¢ Atthe finish, your skier’s time difference in relation to the best record appears. 


DOWNHILL CONTROLS 

Control skier speeds with the left analog stick and the € button. Press the left 
analog stick # to accelerate. Carve using the ski edges by pressing the &% button 
and steering with the left analog stick. To brake, press and hold the €9 button. 


EVENTS: SLALOM ALPINE SKIING 


EVENT RULES 


Ski through the red and blue gates on the course. Player positions are determined by 
the total elapsed time after skiing each of two courses one time each. The 
competition automatically starts at the “GO” signal. Players are immediately 
disqualified if they fail to pass between any of the gates. 


ITA 


SLALOM CONTROLS 

Control skier speeds with the left analog stick and the € button. Press the left 
analog stick # to accelerate. Carve using the ski edges by pressing the & button 
and steering with the left analog stick. To brake, press and hold the & button. 


EDERTS: 690=INDIUIDUAL SKI JUMPING 


EVENT RULES 

Ski down the ramp to gain speed before jumping from the ramp. You get two 
attempts. Scores for jumping form and distance in both attempts are totaled to 
determine the player's ranking. 


SKI JUMPING CONTROLS 
1. ey the wind. Simultaneously press the left analog stick and right analog stick 
to stop the white line at the center of the flag so it lines up with the arrow in the 
wind indicator. 

2. Begin the run. Hold the left analog stick and right analog stick § from the start 
to build up speed before 
the jump. 

3. Jump by simultaneously pressing the left analog stick and right analog stick F 
as your skier hits the end of the ramp. 

4. Maintain balance while airborne by pressing the left analog stick and right 
analog stick # or § attempting to follow the descent of the yellow height lines 
with the green balance bars in each gauge. 

5. Press the button or &GHMI button to land when the height gauge reaches the 
bottom, which is the exact moment, each ski hits the snow. 


Landing 
point 


Height lines 


Balance bars 


Height lines—These lines drop as the skier descends toward the landing. They 
show the actual height of each ski from the ground. 

Balance bars—These show the skiers shift of weight to the left or right ski. Try to get 
each bar to follow the descent of the height lines by adjusting the bars with the left 
analog stick and right analog stick or independently. 

Landing point—When the height lines hit here, the skier is hitting the 

landing Press the SGEMJ or button 


EVENTS: k120=IND10/DURL SKI JUMPING 


EVENT RULES 

Ski down the ramp to gain speed before jumping from the takeoff platform. You get 
two attempts. Scores for jumping form and distance in both attempts are totaled to 
determine the player's ranking. 


Timing/Distance 
gauge 
Jump point Height 


Jump distance gauge 


Power gauge—This shows the power and speed of your jump. Keep it completely 
filled to make the jump with the maximum speed and power by rapid alternating taps 
of the & button and © buttons. 

Timing/Distance Gauge—This gauge shows the ramp descent to the jump point 
(yellow line). Press the or button when you reach here to get airborne. 
Height gauge—This shows the descent of your skier to the landing. Try to press the 
Pat or the button when the descending green line hits the stationary green 
line in the bottom of the gauge. If you stop the line in the blue areas, your landing is 
less than perfect. If you stop the line near the bottom of the gauge, the landing is 
painful. 


SKI JUMPING CONTROLS 


Check the wind. Press the € button to stop the white line at the center of the 
flag so it lines up with the arrow in the wind indicator. 


Increase ramp speed with rapid alternating taps on the © button and &% button. 


Press either the button or §GEMI button to jump just as your skier hits the 
end of the ramp. 

Perform rapid alternating taps on the © button and &% button while in the air to 
increase the distance of the jump. 


Press the or SGEM button to land. 


EVENT RULES 

Ski down the course bouncing off moguls and perform tricks when you get air off the 
ramps. This is a one-run event. Your scores for turning technique, air tricks, and 
elapsed time are combined to determine your final score. 


Clock Turn gauge 


MAikawa JPN 


Turn gauge—Press the button or the SGM button at the moment when the 
gauge hits the left or right side of the gauge to speed up your skier’s turns over the 
moguls, If you hit it right, the gauge will flash to signal a good turn and the skier will 
speed up. Once you get a rhythm going you can keep the skier speeding over the 
moguls. 

Air Time—Shows how long you stayed airborne during a jump (not pictured). 


Clock—Watch the clock. You are competing for the fastest time through the moguls. 


MOGUL CONTROLS 

¢ Onthe slope, press and §GEM button in response to the turn gauge 

¢ Press the left analog stick and right analog stick to perform air tricks on the 
ramps. Learn to time the trick just as you get air off a ramp 

AIR TRICK CONTROLS 

* A list of the Air Tricks can be displayed by pressing the ® button at any time 
during the event. The air tricks are listed in groups. Combine tricks from the eight 
groups to increase your score 

¢ After entering a command, keep the left/right analog stick pressed in the same 
direction to increase your score 


EVENTS: mOguLS-FREESTYLE SKIING CONT... 


TRICK GROUP 1 


Use the left analog stick and right analog sticks simultaneously for each move sequence 


Spread Eagle 


@ @ 


Spread Twister Spread | 


@@ecoeescd & 
@@°5°00°5° 080 @& 


Kosak 


e¢@ 


Zudnick 


TRICK GROUP 2 


Use the left analog stick and right analog sticks simultaneously for each move. 


@eceeé 


Triple Daffy 


$e@°5°@6°5680 


OR 


@6¢50:6@0@°@606 


EVENTS: mOGuLS-FREESTHLE SKIING CONT.. 


TRICK GROUP 3 
Use the left analog stick and right analog sticks simultaneously for each move. 
Back Scratcher 


Back Scratcher to a Spread Eagle 


@@°0¢ 


Back Scratcher to Kosak 


@@°cee¢@ 


Mule Kick 


@2acss 


EVENTS: mOGuLs-FREESTYLE SKIING CONT... 


TRICK GROUP 4 


Use the left analog stick and right analog sticks simultaneously for each move. 


Twister 


@e@esc 00 


Double Twister 


@e@esc 00 
@08°56e20@ 


Triple Twister 


ee700°ee 
@@°2°@06°500 


@e°scd0e°o8 @ 
@0@°5o@6@°5 0 @ 


EVENTS: mOguLS-FREEST#LE SKIING CONT.. 
TRICK GROUP 5 


The right analog stick is not used in these tricks. 
Helicopter 360 


@®@e>scee 


TRICK GROUP 6 
lron Cross Helicopter 360 


@eces 
@eces 


Grab Helicopter 360 


Spread Helicopter 360 
ee 
OR 
@@ecd @& 
lron Cross Helicopter Spread 360 


@@ecescred @& 
@eceasgsrd & 


EVENTS: MOGULS-FREESTYLE SKIING CONT... 


TRICK GROUP 7 
Helicopter 720 


@®@esee@ 


TRICK GROUP 8 
lron Cross Helicopter 720 


@ecres 
@ecres 


Grab Helicopter 720 


@er2se@ 
@®@ecd @& 
@@ecesce ee 
@@ecescd @& 


EVENT RULES 


Demonstrate freestyle techniques in a Halfpipe. Points are awarded for standard 
technique, rotation, size of technique, landing, trick technique in a one-time event. 
The combined score total determines the player's ranking. 


Rank Zone 
Gauge 


Time 


Command ; sees Bese con] 


Rank Zone Gauge—The rank zone is divided into four ranks: A, B, C and D. Each 

rank is alevel of trick difficulty. A is easiest and D is the most difficult. The more 

difficult the trick the more presses of the directional button required to score points 

for the trick. Before each jump, one of the ranks will begin flashing. Then the timin 

eee begin to quickly fill with color crossing each of the sectors. Press the ©. 
 @) or ® button to stop the gauge within the flashing sector and set the trick 

to perform. 


Note: View the trick list to see which tricks correspond tothe@,@,@ 


and @ buttons 


Command—this displays the button commands you must enter (directional button or 
left analog stick) to pull the trick. The number of button commands depends on the 
rank you stopped the gauge in. 


Time—Once you have stopped the Rank Zone gauge, the timer begins to countdown. 

To score trick points, you must finish pressing all buttons before the timer runs out. 

HALFPIPE CONTROLS 

* Press the €% button to start the event. 

* Press the ©, €, @ or ® buttons to stop the timing gauge in the flashing rank 
sector (A, B, C, or D). 

* Press the directional button or left analog stick to enter the commands displayed 
on the screen within the time allotted. 


J 


Note: Air tricks may differ depending on the chosen athlete 


EDENTS: HALFPIPE SNOWBOARDING CONT... 


HALFPIPE TRICKS 
© BUTTON TRICKS 


360 => or > me 

360 Indy «= J or pe y 
720Melancholie = f > ¥ or > Let 
Switch 720Indy = > Fee o De | > Ft 
1080 eeo fet o ~@e Lot 
@ BUTTON TRICKS 

IndyNoseBone § => => or f§ #«¢ 

Tweak »> tt or -@ FT 

3D 540 #-tti-»- or *Lte 
Rodeo 540Indy @# TYP oe BERL] 
€ BUTTON TRICKS 

indy e#<«f or >> | 

Method te} r + eT 
Crippler =-t it r ets 
Chuck Flip #titti os > ¥tst 
@ BUTTON TRICKS 

Mute tes or + TT 

540 Mute tit r +t 
McTwist ~=s- tt 4 or De Lt 
Haakon Flip e#ftfeti so »* Eat 


EVENT RULES 


Skate one lap around a 500m circuit, alternating between the in and out lanes. 
Ranking is determined by the time for this single lap. Two false starts result in 
disqualification. 


Course Map 


Power/ 
Curve Gauge 


Power/Curve Gauge—Perform rapid alternating taps on the & button and © button 
to speed your skater up. As your speed increases, the blue fill rises in the gauge. As 
the skater approaches a curve, the yellow fill rises from the bottom right of the 
gauge. If the blue and yellow touch, your skater has approached the turn too fast. If 
the center of the gauge turns red, the skater has lost his or her balance resulting in a 
loss of power and immediate slowdown. To avoid losing balance in a turn, reduce the 
rate you are tapping on the €% button and © button slightly to slow down 

Course Map—Shows the current track position for each competitor. The Yellow 

dot is Player 1 and the Blue dot is the computer skater or Player 2 in a Competition 
Mode game. 

False Start Count—lf an “X” appears at the bottom of the screen. You have jumped 
the gun with a false start. One more false start (red “X”) and you are disqualified. 


SPEED SKATING CONTROLS 

¢ Atthe GO signal, make rapid alternating taps on the © button and & button to 
accelerate and skate around the course. 

¢ When rounding corners, adjust skating speed to match the power gauge. 
Approaching a turn too fast results in a loss of balance and the skater slows 


EVENTS: BOBSLEIGH 


EVENT RULES 


Take a four-member team down a high-speed bob run. At the start, get your driver 

and pushers into the sled before crossing the final red line. This is a one run event. A 

run is disqualified if all riders are not in the sled by the final red line or the sled flips ‘ 
over on its side during the run. 


Course 
progress line 


Power strip 


Speed 


Course Progress Line—Shows the sleds progress toward the end of the course. 
Speed—Shows the sleds current speed in kilometers per hour. 
Power Strip—Run the sled over this for an increase in speed. 


BOBSLEIGH CONTROLS 


¢ Atthe GO signal, perform rapid 
alternating taps on the © button and 
button to get the sled moving. 


¢ While getting up to speed, press the 
or button to board each 
rider. Try to keep the riders on the ice 
to push, but make sure they are in 
the sled when the blue fill under 
each rider fills the gauge. “OK” 
appears in the gauge as each team 
member boards. 


e Steer by pressing the left analog stick [left/right]. Push away from the top of a 
turn to keep the sled from hitting the edges of the course, which could result in a 
rollover and always results in a loss of speed. 


¢ During the run, position the sled over the power strips for a speed boost. 


EVENT RULES 


Stones are delivered into a circle on the rink called the “house” with a precise push 
called a throw. The distance stones travel can be adjusted by the force of the 
release and by sweeping the ice with a brush in front of the stone as it slides down 
the ice. The team closest to the center of the house at the end of the match wins and 
scores points. The losing team receives no points. 


Stones 
thrown 


Path of 
stone 


Rink Map—Use thesrink map to aim and set the strength of a delivery before making 
the throw. The rink map also shows the position of delivered stones relative to the 
house. Red ones are the Player 1 stones. Yellow stones belong to the computer team 
or the Player 2 team in Competition mode. 


CURLING CONTROLS 

1. Press the @ button to select left or right spin. 

2. While looking at the rink map, press the directional button or left analog stick 
[left/right] to aim the stone. A red line will move to show the path you have created. 

3. While looking at the rink map, press the directional button or left analog stick 
[up/down] to set the force of the delivery. As you increase the force, the line 
becomes longer. 

4. Press the €% button to slide the stone 
Control the sweepers. Make rapid alternating taps on the © button and &@ 
button to sweep the ice in front of the stone until it stops 

¢ Ifyou need suggestions about your next move, press the @ button 

¢ If you want to check out the rink, press the button to view it from three 
different vantagepoints. This is helpful when there are stones already sitting on 
or near the house. 

¢ Press and hold the button to speed up the game after making a delivery. 

¢ Watch the scoreboard on the upper left of the screen between plays for point 
and turn information. 

¢ See the number of stones remaining on the lower right of the screen just before 
a delivery. 

¢ In Competition mode, before beginning play, you can select to play 4 or 8 turns 
(the number of stones each team delivers in one end). You can also select from 1 
to 10 ends (the number of times each team takes all turns). On the Pre Event 
screen, press the directional button or left analog stick [up/down] to select TURN 


or END and press [right/left] to change the setting. 


EVENTS: FIGURE SKATING 


EVENT RULES 


Perform a sequence of figure skating moves. Points are awarded based on stability 
and gracefulness, degree of difficulty, artistic impression, originality and rhythm . 


Step Zone 


Button prompts 


5 4 Combo 


ae 


Button Prompts and the Step Zone—Button prompts will appear on-screen 
indicating the directional buttons to press. Quickly press the correct button at the 
exact moment it enters the Step Zone. When button controls appear in the Step 
Zone, quickly press the button to perform jumps and spins. 


FIGURE SKATING CONTROLS 


1. Prior to the event, choose a song by pressing the directional buttons [up/down] 
and press the €% button to enter your selection. 


Note: Song selection sets the level of difficulty to EASY, NORMAL or EXPERT. 


2. Press the &% button to begin the event. 

3. As arrows line up in the step zone, press the corresponding directional buttons. If 
you enter commands in the command zone using the ©, &, ® and @ buttons 
at the right time, you can perform jumps and spins as well. 
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WARRANTY 


Konami of America, Inc. warrants to the original purchaser of this Konami software product 
that the medium on which this computer program is recorded is free from defects in materials 
and workmanship for a period of ninety (90) days from the date of purchase. This Konami 
product is sold “as is," without express or implied warranty of any kind, and Konami is not 
liable for any losses or damages of any kind resulting from use of this program. Konami 
agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, 
any Konami product, postage paid, with proof of date of purchase, at its Factory Service 
Center. This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the Konami software product has arisen through 
abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI 
PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami of America, Inc. 
1400 Bridge Parkway 
Redwood City, CA 94065 


CONSUMER SUPPORT 


If you feel stuck in the game, or just need a boost, don't worry! You can call the Konami 
Game Hint & Tip Line for help on this software and all fine Konami products. 


Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 
* $0.95 per minute charge 

* $1.25 per minute support from a game counselor 

* Touch tone phone required 

* Minors must have parental permission before dialing 


__ Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M. 
Pacific Time. Prices and availability are subject to change. U.S. accessibility only. 
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